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AMENDMENTS TO THE CLAIMS 

1. (Currently Amended) A computer-implemented method for playing a 
game, the method comprising: 

receiving a request from a first player to enable gate crashing in the game, 
wherein the game is configured to be plaved bv a sinole olave r i n c i na le 
p l ay e r mod e; 

in response to the request from the first player, transmitting infomiatlon to a 
remote computer; 

in response to transmitting the infomiation to the remote computer, receiving a 
request from a second player to participate in the game; and 

in response to the request from the second player to participate in the game, 
transitioning control of a character in the game from a program routine to 
the second olave r. wherein the first piaver is unaware of a transition of the 
character's control from the program routine to the second olaver. and 
wherein the first piaver is substantiallv unaware of which character's 
control mav be transitioned to the second olaver . 

2. (Original) The method of claim 1 wherein transmitting infomiation to the 
remote computer includes transmitting infomiation about the game to the remote 
computer. 

3. (Original) The method of claim 1 wherein transmitting information to the 
remote computer includes transmitting Infomiation about the first player to the remote 
computer. 
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4. (Original) The method of claim 1 wherein receiving a request from a 
second player to participate in the game includes receiving a non-player character 
selection from the second player. 

5. (Original) The method of claim 1 wherein transitioning control of a 
character in the game from a program routine to the second player includes 
transitioning control without signaling the first player. 

6. (Currently Amended) A computer-implemented method for playing a 
game, the method comprising: 

receiving a request from a first player to initiate the game, the game i n o i ng l o 

Play e r mod e suitable to be plaved bv a single olaver : 
receiving a first control input from the first player; 

controlling a first character in response to the first control input received from the 
first player; 

controlling a second character In response to computer-readable instructions; 

receiving a request from a second player to control the second character; 

in response to the request from the second player, transitioning control of the 
second character from the computer-readable instructions to the second 
plave r. wherein the first olaver is unaware of a transition of the second 
character's control from the computer-readable instructions to the second 
olaver. and wherein the first plaver is substantially unaware of which 
character's control mav be transitioned to the second olaver : 

receiving a second control input from the second player; and 

controlling the second character in response to the second control input received 
from the second player. 

7. (Original) The method of claim 6 wherein receiving a first control Input 
from the first player includes receiving a first control input via a first game console 
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operably connected to a first gaming system, and wherein receiving a second control 
input from the second player includes receiving a second control input via a second 
game console operably connected to a second gaming system remote from the first 
gaming system. 

8. (Original) The method of claim 6 wherein transitioning control of the 
second character from the computer-readable instructions to the second player Includes 
transitioning control in the absence of notifying the first player. 

9. (Original) The method of claim 6, further comprising: 
receiving a third control input from the second player; and 

if the second character is still active in the game, controlling the second 

game character in response to the third control input received from 

the second player; and 
if the second character is no longer active in the game, controlling a third 

game character in response to the third control input received from 

the second player. 

10. (Currently Amended) A computer-implemented method for playing a 
game, the method comprising: 

receiving infomiation about one or more games from a remote computer, wherein 
the games are configured in r .i ng i ft p i nynr modeto be olaved bv a single 
plaver : 

displaying at least a portion of the received information about the games; 

receiving a request to gate crash at least one of the games wherein a first plaver 
is unaware of the request to gate crash the at least on e of the games, and 
wherein the first plaver is substantially unaware of which character's 
control mav be transitioned to a second player in re sponse to the request 
to gate crash the at least one of the games : and 
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in response to receiving the request to gate crash, transmitting the request to the 
remote computer. 

11. (Original) The method of claim 10 wherein receiving information about 
one or more games from a remote computer includes receiving Infonnation about one or 
more non-player characters participating in the games, and wherein the method further 
comprises receiving a character selection con-esponding to at least one of the one or 
more non-player characters. 

12. (Original) The method of claim 10, further comprising sorting the 
information about the games, and wherein displaying at least a portion of the received 
information includes displaying at least a portion of the sorted infonnation. 

13. (Original) The method of claim 10, further comprising in response to 
transmitting the request to gate crash to the remote computer, implementing a peer-to- 
peer connection with a remote gaming system. 

14. (Currently Amended) A computer-readable medium having computer- 
executable instructions for performing steps comprising: 

receiving a request from a first player to enable gate crashing in a game; 
in response to the request from the first player, transmitting information to a 
remote computer; 

In response to transmitting the infonnation to the remote computer, receiving a 
request from a second player to participate in the game; and 

in response to the request from the second player to participate in the game, 
transitioning control of a character in the game from a program routine to 
the second player, wherein the first player Is not aware of the-a transition 
of control of the character to the second playe r'o part i c i pation i n tho game , 
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and wherein the first player is substantially unaware o f not alortod to which 
characte r mav be transitioned to the second player^ controls. 

15. (Original) The computer-readable mediunn of clainfi 14 wherein 
transmitting information to the remote computer Includes transmitting Information about 
the first player to the remote computer. 

16. (Original) The computer-readable medium of claim 14 wherein 
transmitting infomiation to the remote computer Includes transmitting infomriation about 
the game to the remote computer. 

17. (Original) The computer-readable medium of claim 14 wherein receiving a 
request from a second player to participate In the game Includes receiving a character 
selection from the second player. 

18. (Original) The computer-readable of claim 14 wherein the first player 
controls a first character, and wherein transitioning control of a character In the game 
from a program routine to the second player includes transitioning control of a second 
character, and wherein the steps further comprise: 

receiving a first control input from the first player via a first game console 

operably connected to a first gaming system; 
controlling the first character In response to the first control Input received from 

the first player; 

receiving a second control Input from the second player via a second game 
console operably connected to a second gaming system remote from the 
first gaming system; and 

controlling the second character in response to the second control input received 
from the second player. 
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19. (Original) The computer-readable medium of claim 18 wherein the steps 
further comprise: 

receiving a third control input from the second player; and 

if the second character is still active In the game, controlling the second 

game character In response to the third control Input received from 

the second player; and 
If the second character is no longer active In the game, controlling a third 

game character in response to the third control input received from 

the second player. 

20. (Currently Amended) A computer-readable medium having computer- 
executable instructions for performing steps comprising: 

receiving infonnation about a game being played on a first gaming system, 
wherein the game Is boing p l ayed in clng l a p l ayor modo confiaured to be 
Diaved bv a sinale olaver : 

transmitting the infomiation about the game to a second gaming system remote 
from the first gaming system; 

receiving a request from the second gaming system to gate crash the game^ 
wherein a first plaver is unaware of the request from the second gaming 
system to gate crash the game, and wherein the first player is 
substantially unaware of which character may be controlled bv the second 



gaming system in response to 



the request from the second gaming 



system to gate crash the game: ard 
in response to receiving the request from the second gaming system, 
establishing a peer-to-peer conr|iection between the first and second 
gaming systems. 

21. (Original) The computer-readable medium of claim 20 wherein receiving 
infonnation about a game includes receiving information about a console-based game. 
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22. (Original) The computer-readable medium of claim 20 wherein receiving 
information about a game includes receiving infomiation about a console-based game, 
and wherein receiving a request from the second gaming system to join the console- 
based game includes receiving a character. selection from the second gaming system. 

23. (Original) The computer-readable medium of claim 20 wherein the steps 
further comprise: 

transmitting information about the game to a third gaming system; 
receiving a request from the third gaming system to join the game; and 
in response to receiving the request from the third gaming system, establishing a 
peer-to-peer connection between the first and third gaming systems. 

24. (Currently Amended) A computer-based system for implementing a 
game, the system comprising: 

means for receiving a request from a first player to allow control of a game 
character to be transitioned from a program routine to a remote player; 

means for transmitting game-related Infomiation to a remote computer in 
response to the request from the first player, wherein the game mav be 
plaved bv a sinole plave r ic configured in s i nglo p l ayor mod e; and 

means for receiving a request from a second player to participate in the game in 
response to transmitting the infomnation to the remote compute r, wherein 
the first olaver is substantiallv unaware of which character t he second 
plaver mav control if the second plaver does particioate in the game . 

25. (Original) The system of claim 24 wherein the means for receiving a 
request from a first player include means for receiving a request from a first player to 
allow control of a game character to be transitioned from a program routine to a remote 
player during the game without the knowledge of the first player. 
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26. (Original) The system of claim 24 wherein the first player controls a first 
game character, and wherein the system further comprises means for enabling the 
second player to control a second character in response to the request from the second 
player to participate in the game. 

27. (Original) The system of claim 24 wherein the first player controls a first 
game character, and wherein the system further comprises means for transitioning 
control of a second character from a program routine to the second player in response 
to the request from the second player to participate in the game. 

28. (Original) The system of claim 24 wherein the means for receiving a 
request from a second player to participate in the game include means for receiving a 
character selection from the second player. 

29. (Original) The system of claim 24, further comprising: 
means for receiving a first control input from the first player; 

means for controlling a first character in response to the first control input 

received from the first player; 
means for controlling a second character in response to computer-readable 

instructions; 

means for receiving a second control input from the second player; and 
means for controlling the second character in response to the second control 
input received from the second player. 

30. (Original) The system of claim 24, further comprising means for 
establishing a peer-to-peer connection between a first gaming system on which the first 
player is playing and a second gaming system on which the second player is playing. 
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31. (Original) The system of claim 24 wherein the means for transmitting 
game-related infonnation include means for transmitting infomiation about a console- 
based game from a first gaming system to a siecond gaming system. 

32. (Currently Amended) A computer-readable medium including a screen 
display, the screen display comprising: 

at least one gate crasher selection field configured to receive an input from a first 
user, wherein the first user input enables control of at least one character 
in a related game to be transitioned from a program routine to a second 
player, wherein the related game mav be olaved bv a sin ole olaver. and 
wherein i s or i g i n all y confiaurod i n s i ngle p l avor mod e the first user is 
substantially unaware of which of the at least one characters the second 
player rhav control . 

33. (Original) The computer-readable medium of claim 32 wherein the screen 
display further comprises: 

at least one gate crasher attribute field configured to receive a user input 
establishing at least one attribute of potential gate crashers In the related 
game. 

34. (Original) The computer-readable medium of claim 32 wherein the screen 
display further comprises: 

a gate crasher skill level field configured to receive a user input establishing a 
skill level of potential gate crashers in the related game. 

35. (Original) The computer-readable medium of claim 32 wherein the screen 
display further comprises: 

a gate crasher alias field configured to receive a user input identifying an alias of 
at least one potential gate crasher in the related game. 
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36. (Currently Amended) A computer-readable medium including a screen 
display, the screen display comprising: 

at least one gate crasher selection field configured to receive a user input, 
wherein the user input enables the user to assume control of a character 
being controlled by a program routine in a related game being played on a 
remote gaming system, wherein the related game mav be olaved bv a 
single olaver w ao or i g i nal l y oonfiaurod i n s i nalo plavor modo. and wherein 
a first plaver is substantially unaware of which character's control will be 
transitioned to the user . 

37. (Original) The computer-readable medium of claim 36 wherein the screen 
display further comprises: 

one or more fields configured to receive game filtering criteria. 

38. (Original) The computer-readable medium of claim 36 wherein the screen 
display further comprises: 

a game type field configured to receive a user input indicating a type of game the 
user desires to crash. 

39. (Original) The computer-readable medium of claim 36 wherein the screen 
display further comprises: 

a skill level field configured to receive a user input indicating a skill level of host 
players with which the user wishes to compete. 

40. (Original) The computer-readable medium of claim 36 wherein the screen 
display further comprises: 

an alias field configured to receive a user input indicating an alias of a host player 
with which the user wishes to compete. 
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